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The Icevalen Mine is fairly location agnostic, it should be set in the foothills of a mountain 
range or in the mountains themselves but other than that it could be in any northern part of 
Legend. 


This scenario was written to follow on after the characters had been through The Ruins of 
Trostenhal scenario but can be worked in to other campaigns easily. 
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After avoiding the Thulandic Warband that was hunting them and spending a night holed up 
in the Ruins of Trostenhal the characters manage to sneak back south, avoiding any contact 
with the locals, and get back over the border into Albion. Their report to Sir Reginald is both 
detailed and worrying. 


Sir Reginald has also received news in the short time that the party has been away. 


The Thulanders believe that someone from Albion has been crossing the border and 
raiding farms and villages. These raiders have been seen to be wearing some sort of tabard, 
and whilst details are few and far between the style and colours match those that the Baron 
has asked his retainers to wear. 


Sir Reginald tells you that the Baron knows that these raiders are not his men, but convincing 
the fractious jarls and warriors of Thuland is another matter. 


These matters must wait for another day though as there is other work to do. The Baron has 
asked for a group of retainers with experience to take a message to a mining encampment 
that is on the border between the Baron’s fiefdom and the area ruled by one Jarl Magnus. 


Ownership of the mine is shared between himself and a Jarl Magnus, as the mine itself is 
under the Baron’s lands but the only entrance to the mines is in land controlled by the Jarl. 


There have been fewer and fewer shipments from the mines and the Baron has not had 
any answers back from Jarl Magnus about the shortfall. He wants the characters to take a 
message directly to the mine foreman and get a written answer. This is the official mission, 
unofficially the Baron wants the characters to have a good look around and see if anything 
seems out of place. 


Sir Reginald tells the characters to take a day to rest up and recover from their ordeal and 
then head off to the mine. 


The distance from Sir Reginald’s manor house to the Icevalen mine is around 50 miles as the 
crow flies, but the terrain between them is anything but flat and straight. 


The route will take 2 days of hard travel to get to Lakstead and then another 2-3 days of 
travel to get to the mine. Any adverse weather will of course add to the time. The campaign 
is written for the late summer but if set in another season with bad rains, snows etc, increase 


the travel times. 


For GMs that do not wish to use the written encounters for the journey then the following 


random chart should be used. 


Chance of Encounter: 15% (check morning and evening) 


d100 roll 

01—05 Adventurers (2-8) 

06—10 Peasants (2—12) 

11-13 Minstrels (1—10) 

14-18 Lazars (1—10) 

19-22 Monks and/or Pilgrims (1—12) 
23-28 Outlaws (2—12) 

29 Lord/Lady with retinue of 2—12 Knights 
30-37 Merchants (1—6) 

38—46 Bull or Stag 

47-54 Horses (wild or escaped) 


Day 1 Day 2 


55—65 Goblins (1-3) 
66-70 Hobgoblin 
(20% chance of 1—3 Goblin attendants) 
71-74 Ogres (1-2) 
75-80 Trolls (1-3) 
81—88 Wild Boar 

89 Basilisk 

90 Gargoyle 

91-95 Skeletons (2-8) 
96—99 Ghouls (1-3) 
00 Spectre 


token to give the innkeeper 
for 1 night of bed and board. 


The roads around Maunderlak The characters are looking 


Castle are well maintained, 
and other than in the deepest 
days of winter travel is easy 
to do. 


The characters make 

good time this day and do 
not encounter anything 

more dangerous than a flock 
of sheep being driven by a 
shepherd. 


trade. 


As they settle down for the 
night all the characters have 
the feeling that they are 
being watched but no-one 
sees anything. 


business. 


forward to a night in an inn, 
courtesy of the Baron. 


Lakstead is a large village/ 
small town that serves as a 
central hub for the area, both 
in terms of administration and Any who pass get the 


To this end Sir Reginald has 
provided the party with a 


If the characters spend more 
than an hour downstairs in 
the common room have them 
again make a perception 
check. 


impression that one of the 
other patrons is watching 


One of the inns, The Rampant them. 
Ram, has a standing contract 
to provide lodging and food 
to anyone on the Baron’s 


The character that passes the 
test by the most points notices 
that a figure in expensive but 
ragged clothing, sitting over 
to one side, is watching them. 


The person watching them is 
Mad Pete. 


Pete used to be a major figure 
in the local mining trade but 
had a few too many bad deals 
and has ended up living on 


They make good time for the 
first few hours but around 
lunch time the weather starts 
closing in and light rain 
showers become common. 


The characters are unaware 


past glories and acting kind of that they are being tracked at 


creepy. 


This includes getting drunk 
on cheap booze and staring at 
strangers. 


He never does anything but 
if the characters become 
aware of him watching them 
he will slip out of the door 
in a manner that will scream 
SUSPICIOUS. 


If any of the characters try 
to follow him he will easily 
evade them. 


How suspicious of Pete you 
want to make the characters is 
totally up to you. This could 
be an interesting aside for the 
party or just the start of them 
being paranoid. 


Day 3 


Leaving Lakstead the 

next morning the characters 
will need to follow the track 
heading to the north west in 
the direction of the mine. 


This route is fairly clear, 

it is not as well used as the 
main road from Lakstead 
to Maunderlak Castle but it 
is better than traipsing over 
rough terrain. 


this point by a pack of hungry 
wolves. 


The hunting around the area 
has become sparse due to 
game animals being over 
hunted and the pack has had 
to forage further and further 
afield to find food. 


The wolf attack should leave 
the characters worried. 


Wild wolves attack humans 
very rarely and in summer it 
is almost never heard of. 


Wolves 


Attack 15 

Fangs (d4, 5) 

Defence 3 

Armour Factor 0 
Evasion 3 

Reflex 8 

Stealth 16 

Perception 11 (Elfsight) 
Magical Defence 1 
Health Points 5, 6, 7, 8, 9, 10 
Movement: 12m (25m) 
Rank-equivalent: 1st 


The wolves will try to run 
after they lose more than 
50% of each of their health 
points, or if half the pack die, 
whichever is first. 


Day 4 


The weather is still very 
variable, odd rain showers 
happen and between them 
sunshine and clouds. 


The track becomes less 
maintained the further away 
from Lakstead it gets which 
of course slows the characters 
down. 


With this in mind make sure 
that no matter how much the 
characters try to speed up the 
journey things will get in the 
way and slow them down so 
that it takes until dusk to get 
to the small village near to 
the Icevalen Mine that serves 
as the resting point for the 
carters and traders that come 
here. 


01. Caretaker’s Hut 


This hut belongs to the 
caretaker, employed by the 
mine foreman to look after the 
bunk-rooms that are used by 
the visitors and to assist the 
Warden when he needs it. 


When the characters arrive he 
will be the one that they deal 
with. 


They will be assigned three of 
the bunkrooms for the night. 


He is aware of what is 
happening at the mine but is 
not actively part of it. 


The caretaker is not a bad 
man but if he is backed into a 


corner, or forced into it by the 


warden or foreman, then he 
will attack the characters. 


Caretaker 


Attack 11 

Dagger (d4, 3) 
Defence 5 

Armour Factor 0 
Evasion 3 

Reflex 7 

Stealth 12 
Perception 4 
Magical Defence 3 
Health Points 4 
Movement: 10m 
Rank-equivalent: 1st 
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02. Bunkroom A 


As with all the bunkrooms, 
there are two beds and other 
facilities to make the stay as 
pleasant as possible in such a 
wilderness setting. 


A fireplace that doubles as a 
stove to cook things on and 
boil water is on one wall 

and stacked next to it is a 
generous supply of firewood. 


03 - Bunkroom B 

See Bunkroom A 

04 - Warden’s Hut 

The warden is employed by 
the foreman to keep the area 


around the mines clear of wild 
animals that might cause 


problems with the miners and 
the visitors. 


He also acts as a forester and 
brings in the wood supply 
used both here in the village 
and in the mine. 


The warden is aware 

of exactly what is going on 
in the mine and will avoid 
answering questions asked by 
the characters. 


If the characters decide to act 
and try to do something that 
the foreman does not like then 
the warden will happily assist 
in attacking them. 


Warden 


Attack 15 

Dagger (d4, 3) 

Bow (d6, 4) 

Defence 6 

Armour Factor 2 (Leather) 
Evasion 5 

Reflex 12 

Stealth 13 

Perception 5 

Magical Defence 4 
Health Points 14 
Movement: 10m 
Rank-equivalent: 2nd 


If the foreman is captured or 
killed the warden will do his 
best to escape to Ravenswall 
to alert the people there and to 
get a message to the Jarl. 


05 - Bunkroom C 


See Bunkroom A 


06 - Bunkroom D 
See Bunkroom A 
07 - Shipment Wagon 


Here is a partially loaded 
wagon. Actually none of 

the boxes are full, these are 
empties that have been sent 
back to be refilled, but unless 
the characters look inside 
have them believe that it is the 
next shipment being prepared. 


08 - Mess Hall 


The mess hall for the mine 
caters to the mine workers 
and the foreman. The food 
here is hearty and hot. 


The meal times are six in 
the morning and four in the 

afternoon. There is space for 
eight people per time at the 
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table. The miners tend to eat 
in two shifts per meal. 


09 - Worker’s Bunkhouse 


With triple bunks allowing 
fifteen miners to sleep here 
at one time this room rarely 
needs to be heated, but 
frequently needs to be aired 
out. 


The miners will be scattered 
through the mine and the 
buildings during the day. 


At night they will be split 
between the Mess Hall and 
Bunkhouse until late evening 
and then will all be in the 
Bunkhouse. 


They are all aware of what 


is going on and will happily 
defend their secret. 


5 aad 


Miners 


Attack 15 

Mining Tools (d6, 4) 
Defence 6 

Armour Factor 2 (Leather) 
Evasion 5 

Reflex 10 

Stealth 13 

Perception 5 

Magical Defence 4 

Health Points 10 x 5, 12 x 4, 
13 x 4, 14, 15 

Movement: 10m 
Rank-equivalent: 2nd 


10 - Foreman’s Office 


The foreman of the mine 
works, and at night lives, 
here. 


A combination of office and 
bunkroom the signs of a life 
spent in a mining camp are all 
over the place. 


The foreman is an older man, 
in his 40’s, and is neck deep 
in the issues that are plaguing 
the mine. 


He is not happy to see the 
characters arrive, even less to 
find out why they are there. 


If the characters try to snoop 
around and are found out he 
will be openly hostile and will 
organise the miners to attack 
the characters. 


Foreman 


Attack 15 

Dagger (d4, 3) 
Defence 6 

Armour Factor 2 (Leather) 
Evasion 5 

Reflex 11 

Stealth 13 

Perception 5 

Magical Defence 4 
Health Points 16 
Movement: 10m 
Rank-equivalent: 2nd 


If the characters decide to be 
a bit more subtle about how 
they investigate the foreman 
will happily show them the 
records confirming that every 
shipment has left on time and 
to the correct recipient. 


The problem is that the last of 
the shipments that was due to 
head to Lakstead supposedly 
left three days ago. 


The characters should have 
passed it on the road to 


Icevalen Mine but did not. 


This may lead the characters 


to want to backtrack and see if 


the cart carrying the shipment 
has been driven off the side 
of the road or possibly turned 
off at the junction that leads 
towards Overdale in the west. 


If the characters check back 
down the road for cart or 
horse/mule tracks they will 
not find any fresher than 
around 2 weeks old. 


Any activity that makes 

the foreman suspicious but 
not hostile will lead to the 
foreman, the warden and the 
caretaker leaving the area 

as soon as the characters are 
not around to watch or catch 
them. 


The miners at this point do 
not know what is going on 
and carry on as normal. 


What they do not realise is 
that the food for the evening 
meal has been poisoned and 
after a few hours all of them 
will be dead. 


This is the foreman tying up 
loose ends before he and the 
others head off to Ravenswall 
and let Jarl Magnus know 
about the issues. 


One thing that will be done 

is a letter to the Baron from 
Jarl Magnus accusing him of 
sending a force of retainers 

to wrest control of the mine 
from their joint ownership and 
blaming all and any deaths on 
this group. 


The characters know this is 
not so but this argument is 
above their paygrade. 


11 - Storeroom 
Even with regular supply runs 


to bring in supplies the mine 
needs a storeroom. 


This room is also used on the 
rare occasion that one of the 
miners gets drunk and needs 
to be restrained. 


12 - Forge 


In any mine the tools are used 
and abused on a daily basis 
and repairs and modifications 
are a daily event. The forge 
offers the option of doing this 
work locally without having 


to send stuff back to Lakstead. 


The forge is empty during the 
day as the miners are all busy 
working. 


If asked the foreman will tell 
the characters that the forging 
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work happens usually after 
the mining shifts are done as 
one of the miners does this 
work. 


This is not a lie, but it is not 
the whole truth either. 


13 - Minehead Number 1 


As amine grows the original 
workings are either shuttered 
or reused. 


In this case Minehead 
Number | has been reused as 
a store room for stuff that the 
miners need on a regular basis 
but is not sensitive enough to 
need locking up. 


14 - Crystal Face Number 1 


The main reason Icevalen 
exists is the ‘Ice’ crystals that 
grow in the caves that the 
mine is built around. 


Unlike most mines what they 
mine here slowly grows back. 


The crystals take years to 
reach a size worth mining but 
there are enough caves linked 
by the mine workings to make 
it a steady job for a small 
group of miners. 


The value of the crystals is 
also very good as this is one 
of the few places that they are 
found and their uses in both 
the jewellery industry and by 
various magic users means 
that there is always a steady 
supply of customers. 


15 - Minehead Number 2 


As with Minehead Number 1 
this area is long since mined 
out but was big enough to turn 
into a storage and sorting area 
for the crystals being mined. 


16 - Minehead Number 3 


Whilst the other Mineheads 
have been used as storage 
points number 3 has been 
repurposed for another 


purpose. 


If the characters investigate 
this area during the day they 
will find virtually nothing. 


A thorough search of the area 
will turn up signs that the 
area has been used to house 
people. 


If they manage to sneak in 
here during the night, they 
will find ten, short, muscular 
forms, in chains. 


These prisoners are being 
forced to work the mines. 


Only one of the ten speaks 
Visic and if the characters 
treat the prisoners correctly, 
he will tell them how they 


came to be here. 


It seems that a group of 
some fifteen were travelling 
through some deep tunnels 
from the mine workings that 
they usually work in whilst 
searching for new veins of 
ore. 


During the search they 
accidentally broke through 
into the far end of the 
Icevalen mine. 


Before they could try to 
find out whose mine they 
had broken into they were 
overwhelmed by a group of 
miners and warriors. 


Three of their number were 
killed in the fight and the 
other two, their leader and his 
deputy, were dragged off. 


Since then they have been 


If they are asked about the 
two captives being held 
hostage they say that they 
will talk to their leaders and 
organise a rescue party as 
soon as they can, but that may 
take weeks and they are not 
sure if they have time. 


THE CHARACTERS 
SHOULD OFFER THEIR 
HELP IN THIS MATTER. 


The deep tunnels can be 
reached from the tunnel 
leading south from Minehead 
Number 6. 


If any of the characters are 
using one or more of the 
following: 


Hammer of the Forge as a 
weapon or use it to strike the 


shackles off the captives. 


Breastplate found in 


forced to work under threat of Trostenhal in the throne of the 


death for the two captives. 


This all happened about six 
months ago. 


During this time they have 
learnt that the two captives 
are being held further north, 
in Thuland, at a place called 
Ravenswall. 


The prisoners here will 
happily help the characters 
overcome the miners but their 
real desire is to be free and 
head back through the deep 
passages back to their mine. 


king. 


There will be quite a lot of 
chatter between the captives 
when they see it. 


If asked nicely they may 
provide some details about 
where they were found. Or 
maybe not. 


17 - Crystal Face Number 2 


The largest of all the 

Crystal Faces being worked 
on still, this area is also 

a major transit point for 
people travelling deeper into 
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the mines to some of the 20 - Crystal Face Number 3 22 - Minehead Number 6 
smaller faces. 
While the other Crystal This and Minehead Number 5 
18 - Minehead Number 4 Faces have provided a regular are the most recent areas to be 
supply over the years the ones played out and not grow back. 
This area played out some here take three to four times 
time ago and now is just used as long to grow but are ofa The characters will 
for transiting from one area to much higher quality. quickly come to suspect 
another. that Jarl Magnus is trying 
21 - Minehead Number 5 to skim off as many crystals 
19 - Minehead Number 5 as possible and the workers 
This and Minehead Number 6 here are in on the plan, to one 
As with Minehead Number 4 are the most recent areas to be degree or another. 
this area has long since been played out and not grow back. 
played out. 


They are using the captives 
to help mine more than is 
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1) Return and report to Sir 
Reginald and see where they 


sustainable to acquire as much are then sent 


money as fast as possible. 


Jarl Magnus is obviously in- 
volved in all of this but keeps 
himself in Torvik, safely away 
from all the events here. 


The characters have two 
clear options presenting 
themselves. 


2) They can head up to 
Ravenswall immediately and 
seek to rescue the prisoners. 


THIS IS THE BEST OPTION 
AND SHOULD BE PUSHED 
FOR BY THE GM BUT 
ALLOW THE CHARACTERS 
FREE WILL. 


The characters should earn 
between 5 and 10 experience 
points each depending on how 
much of the plot they uncover. 


Extra points should be given 
if the characters manage to do 
exceptionally well capturing 
the Foreman, stopping the 
miners from being poisoned 
etc. 


In the case of the characters 
heading straight back to Sir 
Reginald and reporting what 
has happened to him rather 
than organising a rescue party 
immediately, make the trip 
back as uneventful, bleak, and 
miserable as possible. 


Once back to Sir Reginald 
leave them hanging around 
the manor whilst he sends 
a message to the Baron and 
waits for a reply. 


A courier carrying the reply 
arrives back within a day 
with the message that the 
characters should undertake 
a scouting mission deep into 
Thuland territory without 
their surcoats and travel up 
to Ravenswall to discover 
what is happening, with the 
possibility to also free the 
prisoners. 


It is in the Baron’s interest 
and should be accomplished 
as swiftly as possible. 


Guide to Icevalen Mine 
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If you have enjoyed this scenario then please look out for other Dragon Warriors product 
produced by Red Ruin Publishing and available via DriveThruRPG. 


The Maunderlak Saga: 


The Fallen Monastery 


The Ruins of Trostenhal 


